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Done

• Interviewed two candidates of summer camp.

• Wrote the third patent of netease.

• Took a look at reviewers’ suggestions. Following are my reflections on their comments:
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• Began reading the vinci paper (before visual design). It utilizes a visualization technique named

“edge splatting”, which is not aesthetically pleasing to me. However I will dive into how this design

is properly employed to help analysis and tackle problems next week.
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To do

• Finish reviewing the vinci paper.

• Finish several course essays, take exams.

• Revise patents.

• Discuss agenda of VIS paper revision with Prof. Wu and other peer authors.
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